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Abstract. The background of this research is based on diversity of Indonesia in terms of social, 
cultural, religious, language and ethnic groups. The specific problem in this research lies on 
the diversity of students in one public elementary school in Cimahi City, situated in the area of 
the Indonesian Army. Therefore, this research seeks to investigate the difference in 
improvement of students’ cross cultural skills between learning using VBA (Visual Basic of 
Application)-based Monopoly game teaching materials in Microsoft Excel and conventional 
learning. This research aims at improving students’ cross cultural skills, and observing the 
differences or disconnection of the improvement of students’ cultural skills between learning 
using VBA-based teaching materials and conventional learning. This research employed a 
quasi-experimental method with a non-randomized pretest-posttest control group design. A 
quantitative observation instrument in the form of a checklist was used as the research 
instrument. The results revealed that both learning using a teaching material of VBA-based 
Monopoly in Microsoft Excel and conventional learning were able to improve the students’ 
cross cultural skills. However, based on the result of N-Gain test, learning using teaching 
material of VBA-based Monopoly game in Microsoft Excel was better than conventional 
learning. 
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INTRODUCTION ~ The level of concern of 
Indonesian children towards the existing 
cultures in Indonesia is increasingly 
declining. These problems are in 
accordance with the statement, namely 
1) Indonesian children feel proud to be 
able to sing foreign songs and dance 
foreign cultural dances rather than 
being able to sing folk songs and dance 
their own cultural dances; 2) Indonesia is 
a country with a cultural diversity, so that 
it needs to be preserved in order to 
prevent the claiming of culture and art 
by other countries (Juniman, 2018; 
Nurhayati, 2012); and 3) Bully cases in 
the school environment reached 50% in 
2018, brawl cases among students 
triggered by the absence of mutual 
respect from various aspects as stated 
by Indonesian Child Protection 
Commission (KPAI, Komisi Perlindungan 
Anak Indonesia) (Mardiana, 2018) as 
presented in Figure 1. 
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Figure 1. Recapitulation of complaints from various child problems from 2011-2018. 
The aforementioned problems are caused 
by various factors, such as the ease of 
foreign cultures influences to be accepted 
by children in Indonesia with the help of 
sophisticated information technology. 
Lack of people's appreciation for 
indigenous cultures of Indonesia is also 
influenced by people's thinking about 
outdated local cultures (Kementrian 
Pendidikan dan Kebudayaan, 2013; 
Kompas, 2008; Mubah, 2011; Syaputra, 
Sariyatun, & Sunardi, 2018). 
In attempting to overcome the 
aforementioned culture-related problems, 
a research that focuses on a cross-cultural 
improvement starting from primary school 
students through the use of innovative 
learning is needed. The importance of 
learning in training a skill starting from the 
age of primary school students is based on 
their cognitive development, where they 
are in the concrete operational stage. In 
accordance, Kurnia (2012) states learning 
that can realize the diversity of material 
and cross-cultural competence is needed. 
Therefore, this research employed a VBA-
based teaching material in Microsoft 
Excel. In addition to seeing its cognitive 
development, according to Syaodih 
(2013), since the psychological 
development of children is at the golden 
age stage, a skill in the learning process is 
suitable to be trained. Cross-cultural 
competence is a skill to work effectively 
and creatively with students who have 
different cultures to understand and 
accommodate social and cultural 
differences, and use these differences to 
solve existing problems (Partnership For 21st 
Century, 2008; Johnson, Lenartowicz, & 
Apud, 2006).  Cross-cultural competence 
cannot be separated from the experience 
and training undergone by individuals in 
interacting with different cultures. Therefore, 
the training to face existing differences is 
needed to improve cross-cultural 
competence. Cross-cultural competence is 
the development of knowledge and skill 
through experience and training that 
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affects a complex schema. According to    
Partnership For 21st Century (2008), cross-
cultural skills that needed to be trained 
and required by students are as follows. 
1. Interact effectively with others. 
a. Know when it is appropriate to 
listen and when to speak. 
b. Conduct them in a respectable 
and professional manner. 
2. Work effectively in diverse teams. 
a. Respect cultural differences and 
work effectively with people 
from a different range of social 
and cultural backgrounds. 
b. Respond open-mindedly to 
different ideas and values. 
c. Leverage social and cultural 
differences to create new ideas 
and increase innovation and 
quality of work. 
In addition to teaching and training cross-
cultural competence for primary school 
students, the learning using interactive 
learning materials and renewal 
technology is also required. This is in line 
with Voogt and Roblin (2012), stating that 
21st century skills are a new set of 
competences beyond the obvious 
information and communication 
technology (ICT) literacy: communication, 
collaboration, social and cultural skills, 
creativity, critical thinking, problem-solving, 
productivity in a globalized world, learning 
to learn skills, self-direction, planning, 
flexibility, risk taking, conflict management, 
and a sense of initiative and 
entrepreneurship.  
Moreover, according to Partnership For 
21st Century (2008), the numbers of 21st 
century skills comprise of thinking and 
problem solving, communication and 
collaboration, creativity and innovation, 
information literacy, media literacy, ICT 
literacy, flexibility and adaptability, 
initiative and self-direction, social and 
cross-cultural interaction, productivity and 
accountability, leadership and 
responsibility. Therefore, in this research, a 
learning using VBA-based monopoly game 
in Microsoft Excel as teaching material is 
considered being able to enhance 
students' cross-cultural competence in 
accordance with the 21st century 
technology literacy. Moreover, by 
considering the judgement of  Supriatna, 
Mulyani, and Ade (2009) and The National 
Council for The Social Studies (1994), this 
research selected social studies learning, 
because there are social competencies 
that must be mastered by students, such 
as skills in gathering information, 
communicating, self-control, numbering, 
solving problems, making decisions and 
collaborating with different teams in terms 
of culture, social, economic and so on. In 
addition, social studies in primary schools 
discuss cultural diversity, which found in 
Basic Competency (KD, Kompetensi 
Dasar) 3.2, that analyzes the forms of 
human interaction with the environment 
and their influence towards the social, 
cultural and economic development of 
the Indonesian people. The reasons to use 
VBA-based monopoly game in Microsoft 
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Excel as teaching material in this research 
are as follows: 
1. Preparation of a VBA-based 
monopoly game in Microsoft Excel is 
different compared with games on 
gadgets that are designed for one 
person. This game can involve 4-6 
students. 
2. This teaching material has questions 
that must be answered when 
students step on the monopoly box. 
That question must be answered by 
the students on the answer sheet. 
Therefore, the development of VBA-
based teaching materials is not 
purely related to the electronic 
aspects, but it still considers the 
motoric movements of students. 
3. This material teaches students 
honesty, sportsmanship, mutual 
respect, communication and 
cooperation. 
4. This VBA-based teaching material is 
easily understood by teachers and 
students, low-cost, and can only be 
used on PCs and laptops. Hence, the 
implementation can be monitored 
and guided by teachers/parents. 
 
 
 
 
 
 
 
Figure 2. VBA-based Monopoly Game in 
Microsoft Excel as Teaching Material. 
The use of a VBA-based monopoly game 
in Microsoft Excel as teaching material in 
an effort to improve students' cross-cultural 
competency is based on several previous 
studies. A research conducted by Rahayu 
and Nugraha (2018) regarding the 
effectiveness of the TGT learning model on 
the primary school students' cross-cultural 
competency in Majalengka Regency 
revealed that there was a significant 
improvement in students' cross cultural 
competency, The research conducted by 
Suparmi (2013) regarding cooperative 
learning in multicultural education 
revealed that the basis of varied group 
formation in cooperative learning models 
could develop the awareness of the 
importance of adaptation to the culture. 
Lastly, a research conducted by 
Chotimah, Bernard, and Wulandari (2018) 
entitled ‘Contextual Approach Using VBA 
Learning Media to Improve Students’ 
Mathematical Displacement and 
Disposition Ability’ reveal that there was a 
significant improvement in the aspects of 
students' mathematical understanding 
and disposition.  
The investigation to previous research 
shows that there are still gaps in terms of 
substance, because there has not been 
any research that seeks to improve 
primary school students' cross-cultural 
competence by utilizing renewable 
technologies, such as VBA applications. 
Therefore, the proposed research 
questions are: 1) How is the effect of a 
VBA-based Monopoly game in Microsoft 
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Excel as teaching material on the fifth-
grade primary school students' cross-
cultural competency?; 2) How is the effect 
of conventional learning on the fifth-grade 
primary school students' cross-cultural 
competency?; and 3) How is the 
comparison of students' cross-cultural 
improvements between students in the 
class using a VBA-based teaching material 
and students in the class using 
conventional learning? Therefore, this 
research aims at 1) investigating the effect 
of a VBA-based Monopoly game in 
Microsoft Excel as teaching material for 
the fifth grade primary school students' 
cross cultural competency; 2) investigating 
the effect of conventional learning on the 
fifth grade primary school students' cross 
cultural competency; and 3) investigating 
the comparison of students' cross cultural 
improvements between students in the 
class using a VBA-based teaching material 
and students in the class using 
conventional learning. 
The abovementioned issue shows that the 
improvement of cross-cultural 
competencies in primary school students is 
considered significant to be conducted. 
Therefore, this research focuses on the 
influence of a VBA-based monopoly game 
in Microsoft Excel as teaching material on 
primary school students’ cross-cultural 
competence. This is line with the previous 
researches that have not examined the 
use of a VBA-based monopoly game in 
Microsoft Excel as teaching materials on 
social competencies, especially cross-
cultural competency. A research 
conducted by Rahayu and Nugraha 
(2018) regarding the effectiveness of the 
Teams Games Tournament (TGT) learning 
model on the primary school students' 
cross-cultural competency in Majalengka 
Regency revealed that there was a 
significant improvement in students' cross 
cultural competency. Moreover, a 
research conducted by Suparmi (2013) 
regarding cooperative learning in 
multicultural education showed that the 
basis of varied group formation in 
cooperative learning models could 
develop the awareness of the importance 
of adaptation to the culture.. In 
accordance a research conducted by 
Chotimah, Bernard, and Wulandari (2018) 
entitled ‘Contextual Approach Using VBA 
Learning Media to Improve Students’ 
Mathematical Displacement and 
Disposition Ability’ revealed that there was 
an significant improvement in aspects of 
students' mathematical understanding 
and disposition. 
METHOD  
This research employs a quasi-
experimental method with a non-
randomized pretest-posttest control group 
design. This method and design are 
considered appropriate to be employed 
because it aims at determining the effect 
of a treatment. According to Levy and J. 
Ellis (2011) the non-randomized pretest-
posttest control group design is described 
as follows.  
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Table 1. Research design of the non-
randomized pretest-posttest control group. 
Class Pretest Treatment Posttest 
Experimental O X1 O 
Control O X2 O 
Information: 
0= Pretest-posttest of cross-cultural 
competency 
X1  = Learning in experimental class using a 
VBA-based monopoly game in Microsoft 
Excel as teaching material 
X2  = Learning in control class using 
conventional learning 
This research was done in three stages: 
planning stage, implementation stage, 
and completion stage. The planning stage 
comprised (1) analyzing the results of 
previous studies regarding cross-cultural 
competency; (2)analyzing the 
development of teaching material in 
primary schools; (3) compiling a VBA-
based monopoly game in Microsoft Excel 
as teaching material; (4) compiling the 
preparation of implementation of learning 
in the experimental class using a VBA-
based monopoly game in Microsoft Excel; 
and (5) in the control class using a 
conventional learning, compiling the 
instruments, and validating the instruments. 
The instrument validation was conducted 
through validation by examining the 
instrument to the fifth-grade students, and 
the second instrument validation was 
conducted by experts on social skills, or 
primary school's social study, so that the 
instrument really has good validity, 
reliability, difficulty, and differentiation. The 
implementation stage comprised  (1) 
implementing pretest to the experimental 
class and control class; (2) implementing a 
learning using a VBA-based monopoly 
game in Microsoft Excel to the 
experimental class’ and a conventional 
learning to the control class; and 
(3)implementing posttest to the 
experimental class and control class. The 
completion stage comprised (1) gathering 
the research data from each class; 
(2)processing and analyzing the research 
results; and (3) concluding the research 
results. 
This research was conducted in one of the 
public primary schools in Cimahi City, 
situated in South Cimahi Sub-District with 
629 heterogeneous students in terms of 
religions, ethnics, and cultures. This was 
due to the location of the students that is 
in the area of National Army offices. The 
population of this research was all fifth-
grade primary school students with three 
classes, and 99 students. The sample of this 
research was the fifth-grade students from 
class A, and the fifth-grade students from 
class C that were homogeneous in terms 
of average scores of social studies, the 
average observation results of cross-
cultural competency, and the number of 
students. 
This research used observation with the 
indicators of cross-cultural competency. 
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The selection of observation instruments 
was based on skills that needed to be 
directly observed, thus the observation 
was considered as appropriate research 
instruments. The instruments were 
compiled and validated to the experts 
and the fifth-grade primary school students 
to ensure the validation of instruments, and 
then the instruments used in the pretest 
and posttest stages, and processed and 
analyzed with the assistance of the SPPs 20 
application. 
RESULTS 
Based on first research question, it was 
revealed that there was a significant 
improvement of cross-cultural students on 
the learning using a VBA-based monopoly 
game in Microsoft Excel. This research 
results were obtained through the data 
processing and analysis using the SPSS 20 
application. The processing results are 
depicted in Graph 1. 
 
Graph 1. Average students’ cross-cultural 
score in the experimental class. 
Graph 1 depicts that there was an 
improvement in students' cross-cultural 
competency before and after being 
provided learning using VBA-based 
monopoly game in Microsoft Excel. In 
addition, the significant improvement can 
be seen from the process of statistical test 
with the processing results using a 
statistical t-test showed data sig. (2-tailed) 
of 0.000 < 0.05, it means that there was an 
significant improvement of cross-cultural 
competency in the fifth-grade students 
from class A after using a VBA-based 
monopoly game in Microsoft Excel as 
teaching material. The processing results 
are presented in Table 2. 
Table 2. T-test results of students' cross-
cultural competency in the experimental 
class. 
T-test in 
Experimental 
Class 
Sig.(2-
tailed) 
Significance Information 
Pretest 
0.000 0.05 Improved 
Posttest 
Based on the second research question, it 
was revealed that  there was a significant 
improvement of cross-cultural students on 
the learning using a VBA-based monopoly 
game in Microsoft Excel. This research 
results were obtained through the data 
processing and analysis using the SPSS 20 
application. The processing results are 
depicted in Graph 2: 
 
Graph 2. Average students’ cross-cultural 
score in the control class. 
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Graph 2 depicts that there was an 
improvement in students' cross-cultural 
competency before and after being 
provided conventional learning, In 
addition, the significant improvement can 
be seen from the process of statistical test 
with the processing results using a 
statistical t-test showed data sig. (2-tailed) 
of 0.019 < 0.05, it means that there was an 
significant improvement in the students' 
cross cultural competency after learning 
conventional learning. The processing 
results are presented in Table 3. 
Table 3. T-test results of students' cross-
cultural competency in the control class. 
T-test in 
Control 
Class 
Sig.(2-
tailed) 
Significance Information 
Pretest 
0. 0.05 Improved 
Posttest 
 
Based on third research question, it was 
revealed that there was a significant 
improvement in students in the 
experimental class comparing with 
students in the control class. The results are 
depicted in Graph 3: 
 
Graph 3. Average N-gain of the students’ 
cross-cultural competency in the 
experimental and control classes.  
Graph 2 depicts that there was a 
difference in average N-gain of students' 
cross-cultural competency after being 
provided learning using VBA-based 
monopoly game in Microsoft Excel in the 
experimental class and conventional 
learning in the control class. In addition, 
the significant difference in improvement 
can be seen from the process of N-gain t-
test statistics between the experimental 
class and the control class that is 
presented in Table 4.  
Table 4. Results of N-gain test of students’ 
cross-cultural competency. 
N-gain 
test 
Sig.(2-
tailed) 
Significance Information 
Experim-
ental 
0.000 0.05 
There was a 
difference in 
improvement 
Control 
 
Based on the results of the data processing 
presented in Table 4, the value of sig. (2-
tailed_ was 0.000 < 0.05, which  indicated 
that the learning using a VBA-based 
monopoly game in Microsoft Excel was 
better than conventional learning in 
improving students' cross-cultural 
competency. 
DISCUSSION 
Learning in the Experimental Class 
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Learning in the experimental class used a 
VBA-based monopoly game in Microsoft 
Excel as teaching material. The learning 
was conducted to the fifth-grade class A 
in primary schools with the material about 
interaction among human beings and its 
effect on the social and cultural diversity. 
The learning was conducted in two 
meetings. In the first meeting, there were 
some interesting findings, such as students 
who felt awkward in carrying out the 
learning using monopoly game in 
Microsoft Excel. This was because students 
were still not getting used to utilize 
information and communications 
technology (ICT) teaching tools or 
materials (Fu, 2013; Soewarno, Hasmiana, 
& Faiza, 2016). In addition to the 
awkwardness because the use of ICT-
based teaching material, some students 
felt awkward in playing monopoly game 
because they were not getting used to 
collaboratively learn with new groups (not 
with their close friends). It occurred 
because students were used to work in 
group with their close friends (Gafoor & 
Kurukkan, 2015; Ghavifekr, Kunjappan, 
Ramasamy, & Anthony, 2016).  
The findings of the first meeting were 
analyzed and improved at the second 
meeting. Improvements were conducted, 
including to plan the learning more 
optimally and explain the steps of playing 
game more simply and clearly, so that 
students were not awkward anymore in 
playing a VBA-based monopoly game in 
Microsoft Excel. In the second meeting, 
students were divided into different 
groups. This was conducted with the aims 
of training students in working, 
communicating, and respecting together 
with other students, not only with their 
close friends. This was in line with the 
statement that learning using group 
strategies can train students to be able to 
cooperate and respect other students, 
and this grouping made the students got 
used to this technique and became more 
enthusiastic to learn compared with their 
first meeting (Bachroni, 2011; D. W. 
Johnson & Johnson, 2009; Setiyanti, 2012). 
From these improvements in the second 
meeting, the result obtained was good in 
accordance with the result section in 
which the learning using a VBA-based 
monopoly game in Microsoft Excel was 
able to improve students' cross-cultural 
competency. 
Learning in the Control Class 
Learning in the control class was 
conducted in two meetings in the fifth-
grade class C in primary schools using the 
conventional learning. This conventional 
learning means using the usual method 
conducted in the class by using students' 
worksheets (LKS, Lembar Kerja Siswa) in the 
form of puzzles. In this learning, students 
carried out puzzles in group. In the first 
meeting, there was not any obstacle or 
finding, because the students learned with 
the usual media or strategy that carried 
out by the teacher on daily learning. 
However, there was an interesting finding 
that emerged in the first meeting in which 
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some students (excellent group students) 
seemed lazy and bored when working on 
LKS.  
Based on the direct interview results when 
learning it, the students considered that 
their assignment in answering the LKS was 
easy and not challenging. This was in line 
with the statement of the ordinary learning 
and lack of teacher’s creativity in carrying 
out learning caused students to easily get 
bored (Dunlosky, Rawson, Marsh, Nathan, 
& Willingham, 2013). Furthermore, this 
finding was improved in the second 
meeting by making a puzzle in LKS with an 
attractive features and discussion 
questions that were clearer and more 
meaningful than the puzzle in the first 
meeting.  
Moreover, student grouping was improved 
by dividing students into different groups, 
because the habits of the previous 
teacher created the group for one 
semester, so students were getting used in 
groups with the same students 
continuously. The results of the 
improvement in learning in the second 
meeting showed a positive effect, which 
was seen from an increase in students' 
cross cultural competency compared to 
the results of the pretest, but there were still 
some students who were not enthusiastic 
during the implementation of learning 
because they were not grouped in the 
same group (Bachroni, 2011; D. W. 
Johnson & Johnson, 2009; Macpherson, 
2007). 
Based on the results and discussion, this 
research provided the following 
implications:1) a learning using VBA-based 
monopoly game in Microsoft Excel as 
teaching material was able to improve the 
fifth-grade students' cross-cultural 
competency, especially in the material 
about the interactions among human 
beings based on its diversity and effect on 
the social and cultural development; 2) a 
learning using this VBA-based material was 
conducted in accordance with the 
technological development that gradually 
developed, and the characteristics of 
primary school students who were excited 
in carrying out the games; 3) a learning 
using VBA-based monopoly game in 
Microsoft Excel as teaching material 
affected students' appreciation to other 
students, fostered cooperation during 
learning, grew boldness in expressing 
opinions, and accepted differences 
between students that were expected to 
be applied in their daily life, so that the 
individualist attitude in students could be 
minimized; and 4) a learning using VBA-
based monopoly game in Microsoft Excel 
as teaching material could be used as a 
source or basis of learning in primary 
school because it had many advantages 
described in the findings and explanation 
in this research.  
CONCLUSION 
This research concluded that 1) a learning 
using VBA-based monopoly game in 
Microsoft Excel as teaching material was 
able to improve the fifth-grade of primary 
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school students' cross-cultural 
competency; 2) a learning using VBA-
based monopoly game in Microsoft Excel 
as teaching material was better than the 
conventional learning in improving the 
fifth-grade of primary school students' 
cross-cultural competency in social studies 
learning; 3) the teaching material must be 
well-prepared to motivate students in 
accordance with student characteristics 
and the material being taught; 4) high 
creativity was needed in implementing 
learning to respond to unpredictable 
students' responses, such as grouping 
students that made them less  enthusiastic 
to learn. 
RECOMMENDATION 
The recommendation for other researchers 
who will conduct or examine a research 
related to cross cultural competency and 
VBA-based teaching materials in Microsoft 
Excel is by involving of a wider sampling to 
cover a broader generalization research 
so that it can develop a VBA-based 
teaching materials, and the VBA-based 
application can be more utilized in 
learning activities and more useful for 
learning, especially in primary schools.  
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